The files here were published in a different order to how they were converted to video, so sorting by date modified is no use. I'll sort them by publish order for the commentary.

ESCAPE

I always wanted my 1,000 follower celebration to be a spectacle. I put it in a dream because there was no other way it could make sense, and out of that developed my secondary lineless style. At the time celebration pictures were just like "hey let's have a bunch of blogs I follow in a picture" and I thought, man, I can do better than that.

My original plan was to be a shot for shot recreation of Cascade, Homestuck's end of act 5 animation. It quickly became apparent that this would be far too demanding of a task, and while I could easily make Spitfire John, Soarin Dave and Hurricane Jade, I didn't have a fourth character important enough to be Rose. Also, the associations of that casting isn't really accurate, so it's just as well I did something else in the end.

Escape is very much an Act 1 animation, despite its release in the middle of Act 2, just because of the spirit of it. Where Act 2 was trying to tell a story, Act 1 was much more just playing and finding my feet and making it up as I go along, and Escape was all that. The most planning I had was a few key things noted down with timestamps and a general idea of what was happening, and enough forethought to layer a synth riff of Saviour of the Dreaming Dead and some bells over the end - like the third movement of Cascade.

There's a plot in the animation but it's secondary to the ebb and flow of sensations. It's a mess and it revels in it. It's like it fell out of an alternate universe where the story had set up things like Luna becoming Nightmare Moon, Celestia having emergency backup armour, Diane Pie watching Spitfire's session on monitors from a rock in space, and a then-unidentified Pinkamena doing dastardly things for no reason other than to be dastardly (there's those Act 1 shades of grimdark). There are a lot of things that turn out to be thematically relevant later, such as how the lineless style became a visual language for dreams and other non-real things, but what I chose to be relevant later is just cherrypicking. At the time, Escape was pure play.

RECALL

I can never rewatch Recall without cringing. After Escape, I got a number of notes that wasn't matched until FtF//Race Day in Act 7, it ended up on Equestria Daily without my submitting it, and for like a day after it came out my dashboard was full of reblogs from people who had found their character in it. It was a high that I desperately wanted to recreate, which is why Recall is stuffed with more cameos. The animation itself wasn't nearly as bonkers as Escape, so it became little more than a slightly nonsensical moving group photo.

The real reason it makes me cringe though is because of the dialogue. Dialogue describing things as they happen is something I've never done since, and when combined with the faces of Spitfire in tears that just look plain goofy, I just feel like it ends up on Snowdrop levels of shameless woobie. It's three minutes of "FEEL BAD FOR THIS CHARACTER".

It does, however, have the first traces of the Icarus symbolism that I'd later reinforce, and Rainbow Dash beating up the other Wonderbolts helps strengthen the Dash-Behemoth association from Escape. So on a purely symbolic level it's fine, I just get really bad "ugh old art" syndrome from it. It also started my tradition of releasing an animation on May 12th every year, which is derived from 512, which I chose as a personal numeric signature for... reasons I can't remember. The numbers 5 and 12 had a lot of weird cadences with some work I was planning at the time (the exact work ended up being butchered and split into several, including Ash and Colours, Worldchaser - that thing that exists only as a teaser image - and other planned things) and I just kept 512 as a thing to insert wherever a number was needed.

ASHES

I don't have much to say about Ashes that isn't just explaining the obvious. It's a neat little wrap-up to the story, it tones down the cameo habit to objects rather than full features, and it includes the only depiction of Hurricane's cutie mark story to date. I felt really clever for the sudden shift from orange to full colour, and then I had to figure out how to do updates in full colour. I ended up compromising and only colouring the important parts most of the time. Hm. There's an idea - with that in mind, take another look at when the background is in full colour and see if it correlates with when the world around her is important.

GO

Go was made as a true sequel to Escape. I don't think it was as successful at what it set out to do, because it wasn't true play like Escape was - I was trying to recapture the feeling of it, because at the time of Go it really felt like the tumblr community was unravelling and everyone was spinning away and I felt like it needed something to try and just make people feel good. I picked a feel-good anthem that I thought was driving and hopeful and ended up having great thematic resonance ("dream on, little dreamer").

In story terms it mirrors Escape on the other side of her closure in Ashes; she's flying over the landscape as it repairs itself after the meteors. Where Escape had violent death, Go has renewal and life. Even Pinkamena is helping by accidentally zapping a puddle of black goo. But it's all set to the same kind of heady colour frenzy and surreal landscape of crackling laser beams and floating islands, which ties them together.

I really did go overboard on the aurora effects though.

VS.

Go was the last quick animation of mine. Escape and Go were made in about eight days each, Ashes in four, and Recall was more of an evenings thing, I can't remember how long it took. Vs. took 30 days on the dot to make, taking into account 12 days taken out to do finals. (Don't worry, I didn't throw my finals to make this animation, I actually did quite well in them, and graduated with first class honours). There are three big leaps in quality that I think were made here compared to previous animations, which resulted in the longer production time.

The first, less affecting the time, is that it had a focus. Ashes had a focus and Recall -kind of- had one, but Vs. is very distinctly an animation about Spitfire and Lightning Dust fighting, rather than an animation about everyone being in a place. Cameos abounded, but they're not as in-your-face as the previous animations.

Second, is that I moved up from Homestuck-style semi-animation to full frame by frame. I cheated a lot, by pitching the song up and animating at 20 frames per second, but it is full frame by frame animation. I also started making efforts to avoid stiff storyboarding, which is a problem that plagues fan animation, and animation in general, really. Apart from the fighting-game camera parts (they were originally meant to have fighting game UI on top of them but I ran out of time) I tried to use the angle to make things more interesting than talking heads.

The third is that the backgrounds were painted rather than made in flash. I'd actually asked for help with the backgrounds from the general blog audience, and some of the backgrounds are pretty damn good actually, but the whole escapade didn't save as much time as I thought I would, especially considering that I had to do a substantial amount of the backgrounds myself in the end anyway.

I'd had an animation in mind set to Atomic Bonsai for a while before this, but the universe that I'd had in mind for it had imploded months before (it was the same one I got 512 from), and realising it would have been way beyond my capabilities. It actually followed much of the same dynamics as Vs. eventually did, including a thrown-into-space part and a super long charge through the build-up to the end, but the thrown-into-space part was originally in the middle during the quiet bridge, where the sepia-tone jazz bar scene is now. I can't remember where I got that idea, but I thought it was much funnier and fit the tone of Firestarter Spitfire better. Also it's a dream, so I could do whatever the fuck I wanted it.

Some other things: no, I've never seen FLCL, I just did a guitar duel on snowboards as an intentionally way-over-the-top scene. I can't remember if I was aiming for a May 12th release date, but hey, it landed on it.

PAINT THE TOWN SAFETY YELLOW

I really, really wanted to give this a one-word title, but there was none working, so there it is.

There's no plot here. It's a Jet Set Radio pastiche with some elements of Wipeout and Mirror's Edge thrown in. It was made in a one-week fit of madness to enter into BUCK 2013's video contest. The contest ended up cancelled, so instead of my "enjoy the rest of the convention!" message being played to a live audience, it turned up on Youtube a few days later. It wasn't all bad though, because it landed me my BUCK 2014 job and gave me an excuse to not do anything useful for another year.

The real leap here was that the contest entry requirements needed me to make the animation at 1080p, which I'd never done before. I'd always animated at about 345x480, because that was the right size to fit in a tumblr content container. After Vs, someone pointed me to a neat utility called Swivel, a free and effective tool for converting flash to video, so I'd only made a YouTube account after Vs, and seen how horrible it looked blown up (I should probably have pointed out that all the animations up to this point where never meant to be seen at any size bigger than 360p, so uh, sorry about that). Then when I was animating at 1080p I changed my drawing technique in Flash from using the brush to the line tool, which is why Paint looks so much cleaner than the previous animations. Some of the backgrounds are a bit rushed, but like Act 6 that would come after it, I think this animation is probably the high point so far. Escape might have been more playful and FtF//Race Day might beat it in pure spectacle, but Paint I think is conceptually tight enough and just well-rendered enough that I think it's my best animation to date.

FACE THE FUTURE // RACE DAY

This is the big dumb action climax. My blog had become associated with these animations previously, so ending it without one was always going to be more of a whimper (hey Act 6) than a bang. I tried to be symbolic alongside it - comparing Hurricane to Icaras, Spitfire's close call with death, the hallucinatory Zone mode comparing Spitfire's legacy-chasing to an ever-increasing speed race until eventual destruction - but most people will be entirely unfamiliar with the Wipeout series and just have been there for the cool race. I did however manage to turn a number of people on to the series, and I'm happy about that.

The other thing here is that I tried to make the race a backtrack through my other animations. The original plan was that with each zone Spitfire hits, the music and environment would change to a different previous animation, in reverse order of release. First Spitfire would be being chased by phantom police cars, then she'd be chasing Lightning Dust, then the environment would go all trippy, and then suddenly it'd get all dark and violent as she reaches Recall and Escape, culminating in a race for her life against the Behemoth, needing Luna's intervention to stop it catching her and causing her to crash. The soundtrack changed because this would have been a 7 minute monster with a wonky interest curve, and it was reined in a little to give the zone visuals a bit more focus, but the elements are still there. The cop car, lightning dust, the broken moon, Hurricane burning up and finally the Behemoth.

You can see my level of fucks dropping towards the end of the animation, where the Behemoth is just kind of thrown in with no real animation. You see it quite a bit where I've marathoned work, but I think it's particularly apparent here. I cut a lot of corners to save time, and it's got about as much frame by frame as Go, so most of the visual appeal is in the style and design.

This also makes it a hat trick for 5/12 animations. God, I'm on my third year doing this.

BOXES.SWF

[squeak squeak squeak] Nyah! [squeak squeak squeak] Nyah! [squeak squeak squeak] WHANG